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arcade smash hits 


ARCADE SMASH HITS . 

Sega Master System/Master System EL 
STARTING UP 

Sfl «i-p jrjiit St'^i N^lrr Sys.ti'mtSe^d. Mulrr System El (Fty 11 
*# dktfrthi'd «n i|> rfifilnicfiim ilUriliM I t'lnjJ i n Cnnirol Pad ], 

For I wivpil.jy er i^imes. plug in Control Fad J a I hi. 


WELCOME! 

VVi'Il nmr 1 m Arcade Smash I!i|a: «i cnHcfhnn ><l llwM diSfMt 
arcade Musis from ihe p;ml in one earl ridge. (.'an you ddi-ml 
innoanl eltk* from 4 iKviT inJinjjniid^i atl.ick In Missile 
Command' 1 ? fir buimve * Kill with a hat in Kt^h hrfck* In 
Urfllwul 1 ' 1 ? Or r^en lake «n ,1 va*t WlUJ <>f roulant towel* in 
Ihe muslimum-packed garden (if L’enlipede' Play iiwie and 


Ensure Ihe Pi iwlt Switch is OFF. Thun insert the A route 
'vnmnli llif- Cartridge, its label firing Iciwardi you. inlu the 
Syflem *nJ pn-fti it dflrwn firmly 
Turn Ibe power switch ON . After a few seconds. I he SCJW 
SfWift* nill appeal, When the Arcade Smash Hits Title Screen is 
itnrwn you are ready im play Arcade Smash J lit*! 

IIHPOHT.UITt If ihe Sega Screen doesn't appear, turn ihe 
Puwef Swlleli OFF. Ensure yntir System is set up ccnreitty and 
Ihe Cartridge in properly inwrlcd. Then him l he Power Swilch 
ON again. Always ensure the power Switch K Turned OFF 
brfnre Inserting nr removing Ihe Sega Carl ridge. 


PLAYING ARCADE SMASH HITS 

TAKE CONTROL! 

Before you htgiri li« play Arcade Sm.ish I litb, lake the liine iu 
fanulMisw yimnwlf wi th Ihe ffluvemetlls ami fund urns of Ihe 
Control Pad ipift2i. 

Fu| £ the Sega Master System Confrol Pad 

niREcnoxAi 

rantfjfv 


INSERT SEGA CARTRIfXJF 



Fig I: the Seifa Master 
System 



INSERT COXTRUl, PM H I SSL HT fOXTKOL PAD 1 


BUTTON 1 HLTTUN 2 














HEEEEBRF/S MDJEE! 



Tin* I* WWjct y-nuT ho*l Fur ik Arcade Smash Hits CartrUtet- 
Watch mjl iW him T lb i: rare Ml tit* will male you smile, 

TAKE YOER PICK! 



Fi-tf 3; Ilk 1 Software Scklmn Screen 


Untr I Tie Sethi Stereo nut Virgin tiiiimH Crcililn have hvtfll 
dwrwn, you wiiP he presented with j St it ware Selertism Screen 
iFijK Hi. KTrnr lii-nf yuii can choose H-n play any tune nf I he thfn 
Ami lie SuMith Hits; Missile Cnmm.ind' 1 , ISreiihmjl ami 
Ccntlpette IM , 

IVic^s. the 13-iSuttuti up or d«wn tn move Widjtt 1 and hisiffpw 
up or dtiWn. 

SSvss Button I 1 u M'ltt'l the A reaile £ flush I til al which 
IVidii-i’ A arrow is poin(|n|i. 

Note I hilt if the Seitii Master Sysirm/tt aster System II and the 
CmtEimj I’ut arc mil touched in iny way fur StjjfiMiciniis, you will 
he shown anal trait UfQUCIWe and brief demo**! natron rifeach 
Arcade Smash Hfl in action, This will help In famfliitrijUr yun 
with Hie way the three Arcade Smash IliU play. 


a 




OPTIONS 

Otar an Altaic Sitash I hi has been chosen. you will be 
presented with jjs Options Screen shnwinfl the following.. 


START GAME . 

M'MIitK OF FLAYERS 1 12 

NUMBER OF LIVES AH 

Press the |K-fiu4lnn up nr down hi hi|rhli|jiit an option. 

PreH)i Pultun I «r PuiumS lochin^r ittt-Jii(ih[|jthkid opllirti, 
When vuli are happy with the uptinn settings, seket 'START 
GAMJd\ A short. animated mLrudtfctory MHiuence starring 
WTdjec will he shown before play btgJns. 

HIGH-SCORES 

Each Arcade Smash 1 III has its awn IHjflvScor* Table whic h 
holds 10 top stares, NaLe that the IIfob-Score Tahirs are 
clealrd wlwn | he Sega Maslrr Syttcm/MDSlrf System I Is Tower 
Switch is |umii:4 nfl. 

IF ynu get a scare worthy at a Ulgh-Scnre Table, ynu wtll he 
Invited to register it with three letter* uF yuur thubcc. 

Press Ihi* iMtiiltofi In any direct ion In move the bt ovlt the 
let tint 

Pre^r Button L or Button 2 to select the letter inside the ton, 
SELECT THIS ARROW TO REMOVE A LETTER 
SELECT THIS ARROW TO REGISTEH THE CHOSEN 
LETTERS 
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THOSE ARCADE SMASH HITS IN PI LL 
MISSILE COMMAND™ 

Alcrti Alert] Wave idler wave of enemy missiles are raining 
irum the skies, Shard iFutm all dawn before Ibey reach ymir 
illit* and missile 1 bases IjcIuw and all wiEl be well... until the 
neat attack. 

C ROSS HAIR ELATE K 1SCTJ ME ENEMY MISStLL 



CITY MISSILE BASK 


Y«m begin with sue tides, These are defended with three missile 
bases each bolding eight missiles, The destination cd missile is 
determined by the position of a cruarhair 

Press I be it Hutton in wy direction to move (he rnu&lulr, 

Presa, Hutton 2 to highl iglil I he base bum which you with to 

launch missiles, 

Press ItulEim 1 to launch a missile hum the highlighted base. 




fress ltic E'liusc Button im tin 1 Sirjiii flisin Sjrelcra/Maslfcr 
Shift'll II In frcmlhe action. Press Hutton 1 ur Bolton 3 nn 
the Control I ‘id tu resume play. 

FrainLs aw scored hr every enemy killed. Ef you manage In 
survivv an ulliufc you wilt rereivr pciints fur ewrv clly 
rfiruinlnic and ill pnints foe every untied middle. 

Viltcn your sis fit its have att hern tkslfr.iyied l|'s Came Over. 

KNOW TOUR ENEMY 



MISSILE 

The standard YLssile may» down Ifc* ncrrt-n hi j itraijitll line 
V.UL'K: I [HI Vi»\ TS 


BOMBER 

Mares across the screen anti drops i SiturT Kinmh. 
VUl Er m POINTS 


SATELLITE 

rtehaii-ES like the Elomher. 

VALUE: W POINTS 

SMART BOMB 

Diiipped From Ihimhers ami Sgtyllilefl. Mart*at hijih speed 
down the scn.H' 15 . 

VALUE: 3 oil POSTS 

CLUSTER BOMB 

Moves iluwn Ihc tftiql and releases four missile*. 

V.M.I ^UWHYHVTS 


H BOMB 

FWhaiys like the flutter linroh, 

VALUE: iMHMhTS 

ADVICE 

Uw your am mm nil inn sparingly. VnUdpaLe when' (he enemy 
m issih:*" paths wilt cross anil reml .1 miArile In meet I hr in. 

\ 



BREAKOUT tM 

TJbe icuntrol M .1 fl.il bat amS lilt A Ml itj&ifrrt cnkiuretl hn L ks, 
lu break uu!! There j 1 tz UNt dilh«T*nt forltfc ajnnjlc incuts hi 
ctmjucr. Beware! Some bricks jtl- hander th-iut others' l'«nnts 
an; sc-tired fur each hnck dwtrayiid, 

FLAYER 1 i.ivt:s pi aye h I score 



r 1 \ 

HKlfk BAT tfAIJ. 

Prf'is the M-RutHm Wl ur riflfol to imnv lh* hsi Idl or riubi. 
I'rtM Uulttifi 1 lu lauitdl lllf Ml I him the hul. Kote tMl it I he 
!■< II iH-n'l in jtLy after five seconds il's autnmalicjillv launched 
from the bal. 

Press ButHm 2 |u sjwL'd up the bnl. 

Press lhe l^ausr Billlem *m the faster Sprtem/MKd*r 
System It lu bvrftv Ilk’ afHwi Press Rsillnn | ini' Hut Una uei 
tin: Cnnrmf Pad to resume pliiy. 


UIko all I Iil p hrjyks im tin 1 screen haw Been destroyed arnithn 
aff.injilemt-nl will k presenlcd, 

Ikrrt'l let Ufc hall buuiw behind the hat nr a tile will he leisl. 
^Vlren all vi.uir (ivf* are hist il’i Li.rmi 1 fiver. 

KNOW YOUR BRICK 5 



STAND ARD BRICK 

A iinjjlf till willi fhr ha! I dqstruys a Standard llrick. 

VALUE: 10-10 POINTS 

TOUGH BRICK 

11 lakes ihree nr Ti*ur hits with the hail tn deslrtiy a Tcurjfh 
Brick. 

VALUE- 5 POINTS PERMIT 

ADVICE 

follow the general direction of the hill I with (lie hat- 







MISSILE BASE 

IViSi the? I>-Kultun in any directum In irurve the missile hast. 
(*t<sj JJuLltni I Lu fin: a bultel. 

PTrw the Piure Buttin' thu- Su'ga Mavt-T SydernfMaster 
System II Lu freeee Ihe action. Pm^h Hull mi 1 nr Bui Tim 2 nit 
iht Cunlrnl Pad In resume play. 

II Ilia missile base ii hit Ivy am enemy, * life is ln*1 LmJ arty 
pjrLly-dratrTjyL'J mushrooms vrfSI hi 1 replaced by whole «ne*. 
Tfchynall yiiur llvwanejfunr.it*G attkO ver. 


SCORE 


CENTIPEDE™ 


Fi* vtnjf manueuiwabk msssik base to ihiw4 I he many 
different types of muUnl msec! fiiund in Lhis niuhhiijuiH filled 
Sardm. Puinli are sewred fur EVERYTHING destroyed. 


KNOW TOUR ENEMY 


CENTIPEDE 

Snakes dkrttfn I Hu: screen. luming whenever it hits j miJSlirnnih, 
Liivh seUmeni shul ! urns intu a muvforijrjni. 

VALUE! lOJYJfNTSlI-iHSfvLLMIvST 


H MUSHROOMS 

Thi!>' tid In -I lie way. w jfevtt ihern 1 
VALUE: 1 POINT 

B SCORPION 

Muivtv ur»v The screen UunHfl, mushrnnnu 
behind it 

VAU'F: IWWPtHlSTS 



CRAB 

Behaves like The Seorpium. 

VALUE: IWWl PtHWTS 

SNAIL 

Cunws jn twu furmsi tine whish KIIIVS ayruss |Emj 
served and one which mmwes darwn the screen. 
Ifwth forms leave irmsliroums he Inm! them. 


VALUE: 200 POINTS 



STARFISH 

CffliUi in three different sixes. Ilipunces across I he 
screen kavinji mwshmwmi behind it. 

VALUE:: ,ifJ0 POINTS. 600 Points, skim POINTS 
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SPIDER 

Cm raws in three different sUe*; Mows down the 
sown leaving muslimumj behind it. 

V.M.tfF- mil POINTS, film POINTS. ‘MM railTOi 

FIT 

Behaves Jike the Spiders-, 
j VALUE: 2 WI POINTS 

MOSQUITO 

Behaws like itie fly 

VALLE; ISW POINTS 


ADVICE 

Major every shot ccrunl-unfe one hullel cun K' wn screen nl a 
lirtw. 

Keep away Itthti the edfjes nf the Kticd. 


Virgin Games rtfswrwpth* rifthl lo make itnprowmenKji In the 
[iNiduel deienhed in this manual, at any lime and wlthnut 
notice. 

Vitsin Gamvi imJ«*no warr,miles tupwawHi nr implfeil, with 
ttJSfWL'l in this- manual, its. quality, merchantabtlily ur fitness Jut 
any particular purpoW- 


? 


HANDLING THIS CARTRIDGE 

Thi* Curl riJui- it h!e»d(d stuclusiwly lor the -Seija Mister 
Sy.stemi'Master System IE 

I (hr Pyttfer 

* Do hot immerse in wafers 

* ltd nui Kftid! 

* Flo tmt subject In any violent tmpaelf 

■ Do nnt expose In diird Minffiglil! 

* fm mst dating or dlsfigun-l 

* [)ih not place near any hiftti Irmperalunf viurte" 

■ Lin nu| L'xpns-e in Shinhcr, knwnr, ek! 

* When twl, dry completely hrtorr 

- When il become* dirty, carefully wipe it with a soil cloth 
■dipped in soapy water, 

* After use. ptii il lit its 

* He sure to tdfce an occasional recess during ■exte nded play 


U INNING- For iwncr* nf frrojrcthm Itffcyteitfflfc Still picture* 
(hi imkjfc* may cause permanent pklurr luhr damage ur mark 
phus-jihm nl lhe CRT, Avoid repeated nr extended use nf vfjjkti 
45ames «n larjje srrvert pnsjcctinit IdevfckffliL 





